ECO-TEC  International  Forum  -  San  Francisco,  Dec.  1995 

Program  (tentative) 

"City  Space/Military  Technology” 

-In  the  specifics  of  the  Bay  area,  the  closing  of  military  bases  is  the  mark  of  the 
transition  of  the  technologies  from  weaponry  into  tools  to  create  new 
architecture  and  cities,  both  in  reality  and  virtuality.  Sudden  availability  of  vast 
territories  is  more  profound  than  a  phenomenal  opportunity  for  developments, 
and  it  forms  a  spatial  signifer  for  monumental  changes  in  the  future  of  cities, 
culture  and  communities,  where  architecture  plays  an  important  role.  To  convert 
these  bases  into  another  suburban  development  and  /  or  public  park  is  to  deny 
their  historic  references  in  the  making  of  the  Bay  area,  as  well  as  to  lose  a  critical 
moment  for  the  reconfiguration  of  its  culture  and  environment.  Daniel  Bell  said 
"Technology  governs  changes  in  human  affairs  while  culture  guards  continuity, 
hence  technology  is  always  disruptive  and  creates  crisis  for  culture,".  A 
discussion  on  the  ecology  and  the  effect  of  military  technologies  in  relation  to  city , 
culture  and  architecture,  is  of  the  highest  order  of  inquiry  for  this  project  which  is 
against  their  absorption  into  the  banality  of  contemporary  cities. 

Day  One: 

Panel  #1:  Territorialization  by  the  military  city: 

-Is  the  origin  of  city  military/ defense? 

-Is  the  origin  of  community  defense? 


Panel  #2:  Military  investment  and  collapse  of  cities: 

-The  aftermath  of  the  Cold  War  economy 
-The  fabrication  of  a  new  American  culture 


Day  Two: 

Panel  #1:  the  frontier  of  technology  is  at  weaponry" 

-Evolution  of  technologies:  from  mechanical  death  machines  to 

-virtual  reality 

-New  tools  for  the  new  city 

Panel  #2:  What  are  the  parallels  between  the  city's  transition  from  an  industrial 
economy  to  a  consumer  economy  and  the  military  conversion  to  a  consumer 

economy. 

-Architecture,  the  Military  and  Entertainment 

-The  crossroad  to  a  new  social  and  architectural  space. 


Store  front  recommends  the  following  participants: 


Howard  Rheingold 

Author  of  "Virtual  Reality"  and  editor  of  "Whole  Earth  Review" 

Ivan  Sutherland 

Virtual  Reality  pioneer  and  developer  of  head  mounted  display 

Douglas  Engelbart 

A  devotee  of  intellectual  augmentation  through  the  computer  and  the  author  of  "Grasping 
Reality  Through  Illusions:  Interactive  Graphic  Serving  Science 

Morton  Heilig 

Early  proponent  of  "experience  theaters"  and  arcade  simulators  some  thirty  years  ago. 
the  inventor  of  "Sensorama  Simulator"  in  196,  designed  plans  for  an  "experience 
theater"  in  1955  and  patented  a  head  mounted  stereophonic  television  display  in  1 960. 

Nicholas  Negroponte  and  Richard  Bolt 

Architecture  Machine  group  (Arch-Mac) 

Krzysztof  Wodiczko 

Artist  and  director  of  Center  for  Advanced  Visual  Studies 

John  Warnock 

Former  Principal  researcher  at  Xerox  PARC,  founder  of  Adobe  Corporation 

Stanislev  Lem 

A  polish  sci-fi  writer,  author  of  numerous  books  including  "Futurological  Congress" 

Myron  Krueger 

A  founding  member  of  Cyberspace  Technology,  the  inventor  of  the  term  "Artificial 
Reality"  creator  of  artificial  environments  called  "GlowFlow",  "MetaPlay", 
"PsychicSpace" 

Elisabeth  Diller  and  Ricardo  Scofidio 

Architects  and  the  authors  of  "War  and  Tourism" 

William  Gibson 

Author  of  "Neromancer"  and  "Virtual  Light" 

Dr.  Thomas  Furness  III 

Developer  of  "Super  Cockpit  Program"  and  the  founding  director  of  Human  Interface 
Technology  Lab.  (HIT  Lab.) 

Walter  McDougal 

Author 

Syd  Mead 

Designer  of  "Blade  Runner"  Skates 

Douglas  Trumbull 

Special  effects  designer  for  "Blade  Runner"  and  the  Luxor  Casino/Hotel  in  Las  Vegas 

Vvian  Sobchack 
Writer  and  Critic 
Paul  Virilio 
Author,  "Bunker  Arch." 

John  Zerzan 

Author,  "New  Primitives"  :  SemioText 

Manuel  Delanda 

Author,  "War  in  the  Age  of  the  Intelligent  Machine" 
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Ballistic  Culture  and  Target  Cities 
Kyong  Park 

The  idea  of  initiating  STOREFRONT...  began  a  few  years  ago  when  I  came 
across  an  article  in  The  New  York  Times  about  a  group  of  abandoned  missile 
bases  sited  around  Plattsburgh  Air  Force  Base.  The  fact  that  they  are  now 
publicly  owned  meant  that  we  could  at  last  look  into  these  facilities  that  were 
supposedly  built  for  us  yet  were  off-limits  to  us.  And  these  monuments  that  once 
held  the  power  of  our  existence  should  not  be  left  to  disappear  without  any 
critical  examination. 

Technology  governs  changes  in  human  affairs  while  culture  guards  continuity, 
Hence  technology  is  always  disruptive  and  creates  crisis  for  culture. 

—Daniel  Bell,  "Technology,  Nature  and  Society"  in  The  Winding  Passage: 
Essays  and  Sociological  Journeys  1960-1980  (Cambridge,  Mass.,  1980) 

What  compelled  us  to  invent  and  harness  such  power?  Are  these  aims 
indispensable  for  our  progress  toward  the  reputed  age  of  immortality,  or  are 
they  the  final  stroke  of  mortality  for  all  ages?  Are  they  in  service  to  our  own 
survival,  or  are  we  in  service  to  their  existence?  These  are  some  of  the  enduring 
questions  at  the  balance  between  science  and  humanity,  and  perhaps  we 
should  address  them  once  again  through  critical  examination  of  these  ballistic 
artifacts. 

Gravity  pressed  us  down  like  worms,  but  a  gravity-free  environment  would 
make  the  poor  equal  to  rich,  and  be  freer  than  a  bird  in  flight. 

-Konstantin  Tsiolkovsky,  Free  Space  (1883) 
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Technology,  the  means  that  manifested  these  missiles,  ideolized  the 
deliverance  of  unlimited  goods  and  knowledge  to  its  believers.  And  to  many 
others  the  spirit  of  aeronautics  personified  a  flight  of  liberation  from  the  ever¬ 
present  social  hierarchy  that  weighed  upon  terrestrials  like  gravity.  Together, 
these  aspiring  ideologies  lead  man  to  speculate  that  perhaps  the  conquest  of 
outer  space  will  lead  to  the  resolution  of  earthly  struggles. 

We  must  master  the  highest  technology  or  be  crushed 
-V.  I.  Lenin,  (1919) 

However,  practical  and  strategic  application  of  technology  ultimately  prevailed 
over  its  ideological  aspirations,  as  the  funding  for  its  development  came 
increasingly  from  the  military.  Its  products  became  the  very  measure  of  the 
success,  legitimacy  and  security  of  the  political  and  national  entity,  and 
therefore  Sputnik  was  a  crucial  event  in  consolidating  state  sponsorship  for 
research  and  development  of  technology  for  military  use.  Soon  the  prestige  and 
reputation  of  nations  depended  on  the  magnitude,  accuracy,  distance  and 
reliability  of  ballistic  arms,  particularly  the  ICBM,  to  build  military  industrialism 
into  the  largest  single  economic  structure  of  this  century.  By  enlisting  society  to 
largely  dedicate  itself  to  the  research  and  development  of  nuclear  and  ballistic 
arms,  the  military  became  the  dominant  user  of  the  technology.  The  public 
hardly  controlled  the  directions  and  purposes  of  the  technological  pursuits;  they 
were  only  a  mass  to  be  persuaded.  In  complying,  the  public  was  allowed  to  use 
various  technological  fall-outs  and  by-products  that  had  already  lost  their 
innovative  quality  and  value  for  the  military  use. 
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The  panel  [ Technological  Capabilities  Panel  of  1954  included  James  F.  Killian, 
president  of  MIT;  Lee  A.  DuBridge,  president  of  Caltech,  James  B.  Fisk,  later 
president  of  Bell  Labs;  James  Phinney  Baxter  III,  president  of  Williams  College; 
Edwin  H.  Land,  inventor  of  the  Poloroid  camera]  recommended  the  highest 
national  priority  for  the  USAF ICBM  program,  an  IRBM  suitable  for  land  or 
shipboard  launch,  rapid  construction  of  a  distant  early  warning  (DEW)  line  in 
the  arctic,  a  strong  and  balanced  research  program  on  the  interception  and 
destruction  of  ballistic  missiles,  a  greater  application  of  science  and  technology 
to  methods  of  fighting  peripheral  wars,  and  especially  an  increase  in 
intelligence  capabilities . 

—Walter  A.  McDougall,  ...The  Heavens  and  the  Earth:  A  Political  History  of  the 
Space  Age  ,  New  York  (1985) 

Under  these  conditions,  Technocracy,  the  management  of  society  by  technical 
specialists  and  industrialists  became  the  dominant  polity  that  made  both 
capitalism  and  communism  more  irrelevant  and  less  distinguishable.  For  North 
America,  the  transformation  of  the  cultural  and  physical  landscape  by  the 
technocracy  of  ballistic  weapons  is  far  more  encompassing  than  we  are  aware. 
Depopulation  of  urban  cores  to  lessen  massive  deaths,  dispersion  of  population 
to  the  suburbs  to  increase  survival  rates,  the  building  of  interstate  highways  for 
the  mobility  of  arms  and  population,  and  open  space  and  slum  clearance  for 
firebreaks  and  evacuation  lanes  were  some  of  the  many  security  measures  that 
played  a  major  part  in  the  erosion  of  the  finite  definition  of  the  city  since  the 
Second  World  War. 

Mitsushige,  who  was  a  photographer  for  the  Hiroshima  newspaper  Chungoku 
Shimbun,  found  himself  confronted  at  one  point  in  his  wandering  with  a  street 


3 


car  full  of  dead  people.  "I  went  up  to  it  and  looked  inside  ...  It  was  jammed  with 
people.  They  were  all  in  normal  positions ,  holding  onto  streetcar  straps ,  sitting 
down  still ,  just  the  way  they  would  have  been  before  the  bomb  went  off.  Except 
that  all  of  them  were  leaning  in  the  same  direction -away  from  the  blast.  And  they 
were  all  burned  black,  a  reddish  black,  and  they  were  stiff. " 

-Jonathan  Schell,  from  the  Introduction  to  At  work  in  the  field  of  the  bomb  by 
Robert  Del  Tredici,  New  York  (1987) 

Congregation  with  other  humans  implied  the  potential  to  become  a  target,  and 
self-sufficient  habitation  was  life  insurance  for  doomsday.  Physical  proximity 
was  unwanted,  and  permanent  settlement  suggested  insecurity,  all  antithetical 
to  the  traditional  form  and  sense  of  community,  prescribing  a  nomadic  way  of 
life  for  our  future.  We  are  now  more  self-sustaining,  individualized,  alienated, 
fragmented,  dispersed  and  mobile  than  ever  before.  And  these  may  be  the 
precise  requirements  to  inhabit  outer  space,  to  live  in  a  community  of  crews, 
drifting  inside  a  self-sufficient  capsule  in  a  vast  space,  so  separate  and  so 
distant  from  the  nearest  community  of  the  same  kind. 

We  are  dealing  with  the  death  of  optimism,  rather  than  the  death  of  art.  All  of 
that  engineering  elegance  and  efficiency  born  of  rational,  industrial  solutions 
that  was  to  make  a  better  world .  . .  did  not  bring  a  new  dawn.  It  brought  an  era 
of  more  gigantic  problems  in  the  nature  of  life  and  survival  than  history  has  even 
known  . . .  Next  to  the  reality  that  produces  an  ABM,  the  monuments  of  architects 
often  seem  like  arbitrary  toys. 

-Ada  Louise  Huxtable,  A  Bizzare  Monuments  to  Non-Architecture  The  New 
York  Times.  14  December  1975 
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Even  if  doomsday  never  arrives,  the  radiation  particles  and  their  waste  will  long 
challenge  our  terrestrial  habitability.  This  war  against  our  environment  is 
something  that  we,  the  allies  and  the  enemies  of  all  other  wars  have  mutually 
constructed  and  are  equally  responsible  for,  potentially  transforming  this 
planetary  shelter  into  our  collective  enemy.  Together  with  various  social 
conditions  during  the  Cold  War,  the  ballistic  missile  developments  may  once 
again  serve  their  original  mandate,  the  exploration  of  outer  space.  But  this  time 
they  may  become  our  habitat. 

Every  gun  that  is  made ,  every  warship  launched ,  every  rocket  fired  signifies ,  in 
the  final  sense,  a  theft  from  those  who  hunger  and  are  not  fed,  those  who  are 
cold  and  are  not  clothed. 

This  world  in  arms  is  not  spending  money  alone. 

It  is  spending  the  sweat  of  its  laborers,  the  genius  of  its  scientists,  the  hopes  of 
its  children. 

The  cost  of  one  modern  heavy  bomber  is  this:  a  modern  brick  school  in  more 
than  30  cities. 

It  is  two  electric  power  plants,  each  serving  a  town  of  60,000  population.  .  .  . 

We  pay  for  a  single  fighter  plane  with  a  half  million  bushels  of  wheat. 

We  pay  for  a  single  destroyer  with  new  homes  that  could  have  housed  more 
than  8,000  people. . . . 

This  is  not  a  way  of  life  at  all,  in  any  true  sense.  Under  the  cloud  of  threatening 
war,  it  is  humanity  hanging  from  a  cross  of  iron. 

--Dwight  D.  Eisenhower,  Chance  for  Peace,  1953 

But  we  are  still  inhabitants  of  this  planet  and  possessors  of  technology.  And  if 
the  recent  global  changes  of  political  boundary  will  transfer  the  means  to 
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conduct  world  conflicts  and  collaborations  from  military  to  economic  forces,  then 
the  ideologies  and  institutions  of  military  industrialism  will  also  be  obsolete. 
Consequent  possibilities  are  phenomenal  opportunities  for  reconsideration  of 
the  present  social  structures  and  ideologies,  and  perhaps  the  reacquisition  of 
control  over  our  destiny  from  the  futility  of  the  nuclear  age.  Equally,  ballistic 
missiles  stripped  of  nuclear  arms  can  symbolize  a  liberation  of  technology  from 
the  military,  implying  that  technology  can  still  be  a  positive  instrument  for  social 
betterment. 

When  she  was  12  years  old ,  Sadako  Sasaki  contracted  leukemia  from  earlier 
exposure  to  the  atomic  bomb.  She  did  not  wish  to  die.  She  refused  all 
painkilling  medication  and  took  literally  a  Japanese  proverb  that  says ,  "If  you 
fold  1,000  paper  cranes,  you  will  get  whatever  you  wish. "  She  folded  645  of  the 
tiny  birds  before  she  died. 

-Robert  Del  Tredici,  AT  WORK  IN  THE  FIELD  OF  THE  BOMB,  New  York.  1 987 

Thus  our  future  is  bound  to  the  question  of  how  we  will  cope  with  our  past. 
Perhaps  these  ballistic  missiles  are  a  means  to  expose  some  of  the 
predicaments,  and  ask  how  we  can  transform  the  contaminated  landscapes  and 
toxic  wills  of  the  past.  In  my  mind,  this  is  the  basic  notion  of  Project  Atlas. 
Through  the  transformation  of  an  artifact,  art  and  architecture  can  intervene  to 
shape  or  contradict  the  forces  that  make  the  world,  and  define  new  and  positive 
agendas. 
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A  Lecture  at  Cooper  Hewitt  Musem 

May  24,  1993 


Kyong  Park 


Tonight  I  would  like  to  talk  about  the  thermo-nuclear  based  defense  systems  and 
the  computer  generated  interactive  simulations;  the  technologies  that  would  be 
used  for  the  development  of  the  Nuclear  Heritage  Park,  the  world's  first  post¬ 
disarmament  weapon-based  family  entertainment  themes  parks.  A  joint  venture 
by  Strategic  Architecture,  an  enterprise  for  the  development  of  imaginary  cultures 
with  the  Pearson  Post  Industries,  America's  leading  contractor  in  the  defense 
entertainment  technologies,,  the  project  is  to  convert  existing  military 
installations,  abandoned  or  not,  into  architectural  spaces  to  digitally  simulate 
cultural  dreams  and  personal  desires.  The  network  of  corporations,  laboratories, 
research  centers  and  universities  that  are  currently  dedicated  to  the  production  of 
arms  will,  instead,  be  called  upon  to  develop  and  produce  future  software  and 
hardware  for  simulated  adventures  in  virtual  reality.  The  result  will  be  the 
transformation  of  the  military  industrial  complex  into  a  cultural  entertainment 
complex  for  the  comprehension  of  culture,  under  the  influence  of  weapons. 


First  we  must  acknowledge  that  the  military  is  a  form  of  entertainment  itself.  The 
marines  landing  on  the  shore  of  Somalia  were  met  by  the  reporters  armed  with 
satellite  dishes,  not  the  Somolian  defender,  and  the  threat  to  the  New  World 
Order  is  entertainment.  The  surgical  incisions  of  radar  guided  missiles  that 
powered  down  the  elevator  shaft  of  a  communication  building  in  Baghdad,  the 
imagery  that  coaxialled  down  into  our  living  dens,  is  a  prime  time  shoot-em-up 
video  game  that  rated  better  than  the  Super  Bowl  in  audience  impact.  Kicking 
some  butts,  for  political  or  military  purpose,  is  a  new  global  spectacle  for  world 
wide  enjoyment,  and  the  defense  system  is  unversal,  multi-international  and 
inter-racial  consumption  of  entertainable  reality. 


Global  defense  is  a  game  for  the  grown  ups.  The  strategists  of  the  global  defense 
system  applied  the  game  theory  of  John  von  Neumann,  the  alleged  model  for 
Kubrick's  "Dr.  Strangelove"  who  attended  the  Atomic  Energy  Commission  on  a 
wheel  chair  with  one  arm  wrapped  in  cloth.  As  the  defense  strategies  were 
based  on  the  strategies  of  common  poker  game,  such  as  his  Zero-Sum  and 
Minimax  Theorem,  including  the  RAND  corporation's  infamous  "Prisoner's 
Dilemma,"  the  defense  of  civilization  was  risked  on  bluffs  and  bets.  The 
hardware  and  strategies  of  the  automated  weapons  systems  with  artificial 
intelligence-weapons  that  cruise  to  match  terrain-contour  (TERCOM)  or  laser 
signatured  to  "fire  and  forget"  (BRAVE  3000)--are  predatory  flying  machines  that 
self-select  their  targets  were  designed  not  only  to  exterminate  life  but  also,  to 
eradicate  human  involvement  in  their  production  and  executions;  self  creating 
and  self  functioning  machinic  specimen.  The  machismo  of  military  hardware  is 
domesticated  in  the  stealthed  styling  and  bicepted  production  of  post-OPEC 
crisis  automobiles  that  span  from  Lexuses  to  Mazdas,  and  the  electronic 
products,  especially  audio  and  video  equipment,  now  emulate  SR-71 ,  Lockheed’s 
high  altitude  reconnaissance  planes  known  as  the  "Black  Bird". 

Physically  and  conceptually,  the  missile  is  a  technological  dildo  with  the  space 
capsule  on  its  forehead,  an  incubational  payload  and  a  bio-mechanical  organism 
for  human  to  enter  yet  another  vaginal  state  of  nature,  the  space.  The  lunar 
module  is  a  chuck  wagon  in  wild  space  capable  of  puncturing  two  distinctive 
ecosystem,  earth  and  space,  and  is  electronically  guided  to  ejaculate 
independently  targetable  sperms  in  multiple  stages-like  the  MX  Peacekeepers 
and  other  MIRVc  (multiple  independently  targetable  reentry  vehicles)-to  incubate 
some  biological  deadly  human  germs  into  this  planetary  system,  galaxy  and 
beyond;  a  reversal  of  Michael  Crichton's  Andromea  Strain. 


And  according  to  Jean  Baudrillard  people  were  more  fascinated  with  the 
perfection  of  lunar  mission  and  its  planning  than  the  actual  landing.  This 
achievement  of  extreme  perfection  and  programmed  development  is  derived 
from  the  maximization  of  norms  and  the  mastery  of  probability,  a  tradition  that 
serves  both  the  methodology  of  science  and  the  defense  system  to  create  what 
he  calls  as  "the  vertigo  of  a  flawless  world.  Together  with  the  early  manifestos  of 
science  and  technology  that  identified  their  capability  to  conquer  shortages  and 
manifest  abundance,  also  arrived  the  notion  of  a  fail  proof  world  through 
efficiency,  order,  speed  and  accuracy. 

But  this  fail  proof  world  that  we  may  have  inherited  is  the  real  fall  out  from  the 
technological  storm  that  built  the  Cold  War.  For  this,  Baudrillard  has  said;  "The  4 
nuclear  is  the  apotheosis  of  simulation.  The  atomic  arsenal,  itself  a  hyperreal 
form,  is  a  simulacrum  which  dominates  us  all  and  reduces  all  "ground-level" 
event  to  mere  ephemeral  scenarios".  To  make  things  more  breathtaking,  there  is 
no  boundary  between  reality  and  simulation  as  the  they  are  a  diametrically 
threatening  mirror-imaged  twins.  And  even  if  they  are  independent  functionally 
and  structurally,  each  serve  as  the  foundation  to  the  other.  Each  cannot  exist 
without  the  other,  and  each  imitates  the  other  to  out-do  the  other.  The  detente  of 
the  thermo-nuclear  defense  is  the  detente  of  simulation  and  reality. 

So  the  Cold  War  and  its  defense  system  is  the  paradigm  of  this  merging  of  reality 
with  simulacrum.  With  reality  in  desperation,  the  society  is  in  hysteria  for  material 
production,  the  production  of  physical,  even  if  there  are  merely  consumable 
objects  of  meaningless  value.  The  production  of  the  physical  must  increase 
according  to  the  rate  of  the  disappearance  of  reality  and  the  aesthetics,  like 


architecture,  is  called  to  create  the  resemblance  of  reality  in  the  face  of  its  total 
absorption  by  simulation. 

The  hardbodying  of  objects,  like  the  automobile  styling  that  I  mentioned  before, 
goes  beyond  manufactured  goods  and  into  our  body.  The  body-machismo  has 
evolved  from  Herculean  myth  to  Schwartzernegerrian  modeling,  and  the  current 
body  definition  craze  is  hardbodying  a  society  itself.  The  new  ideal  body  is  no 
longer  the  work  of  gods  and  their  mythical  power,  but  is  "no  technology  no  body" 
cyborgs.  The  real  body  is  no  longer  sufficient  for  social  or  domestic  functioning 
as  we  are  ready  to  morph  genitally  and  facially  like  Michael  Jackson,  the  first 
biomorphically  asexualized  being.  And  in  the  computer  Net  of  Marge  Piercy’s 
"He,  She,  and  It",  sex,  age  and  race  becomes  irrelevant  as  you  create  a 
deception  or  an  ideal  body. 

So  how  much  of  our  reality  is  simulacrum?  Once  again,  according  to  Baudrillard; 
"Disneyland  is  there  to  conceal  the  fact  that  it  is  the  "real"  country,  all  of  "real" 
America,  is  Disneyland.  Disneyland  is  presented  as  imaginary  in  order  to  make 
us  believe  that  the  rest  is  real  when,  in  fact,  all  of  Los  Angeles  and  the  America 
surrounding  it  are  no  longer  real,  but  of  the  order  of  hyperreal  and  of  simulation." 
And  according  to  Umberto  Eco,  "Disneyland  tells  us  that  technology  can  give  us 
more  reality  than  nature  can."  His  description  of  Disney's  "Audio-Animatronic"  is; 
"Disney's  robots  are  masterpieces  of  electronics;  each  was  devised  by  observing 
the  expressions  of  a  real  actor,  then  building  models,  then  developing  skeletons 
of  absolute  precision,  authentic  computers  in  human  form,  to  be  dressed  in 
"flesh"  and  "skin"  made  by  craftsmen  . .  .  Each  robot  obeys  a  program,  can 
synchronize  the  movements  of  mouth  and  eyes  with  the  words  and  sounds  of  the 
audio,  repeating  infinitely  (ad  infinitum)  all  day  long.  Further  he  states  "Human 


could  do  no  better,  and  would  cost  more,  but  the  important  thing  is  precisely  the 
fact  that  these  are  not  humans  and  we  know  they're  not.  The  pleasure  of 
imitation,  as  the  ancients  knew,  is  one  of  the  most  innate  in  the  human  spirit;  but 
here  we  not  only  enjoy  a  perfect  imitation,  we  also  enjoy  the  conviction  that 
imitation  has  reached  its  apex,  and  afterwards,  reality  will  always  be  inferior  to  it." 
Unfortunate  or  not,  imitation  has  yet  to  reach  its  apex  as  the  flight  simulator, 
invented  by  Jay  Forrester,  has  now  set  off  the  virtual  reality  craze  would  out  do 
all  previous  imitation  of  reality. 

But  before  we  enter  the  realm  and  possibilities  within  virtual  reality,  we  should 
also  affront  the  fact  that  the  reality  is  no  longer  bound  by  its  actual  presence, 
instead,  determined  by  its  artificial  existence.  In  the  world  of  images  and 
information,  only  the  copies  matter,  as  the  original  and  authenticity  are  now 
serving  to  realize  copies.  Eco  visited  seven  different  wax  versions  of  Leonardo’s 
Last  Supper  just  between  San  Francisco  and  Los  Angeles.  At  Santa  Cruz,  he 
found  the  Last  Supper  reproduced  six  different  ways  to  compare  with  the  wax 
work  copy:  an  engraving;  a  copperplate;  a  color  copy;  a  reconstruction  "in  a 
single  block  of  wood;"  a  tapestry;  and  a  printed  reproduction  of  a  reproduction  in 
glass.  Reproduction  has  increased  the  number  of  regenerative  cycles,  perhaps 
toward  an  infinite  dimension,  further  and  further  distant  from  the  original.  From 
the  bill  of  sale  of  Manhattan  to  the  Declaration  of  Independence,  the 
reproductions  are  made  to  "look  and  feel  old,"  even  though  the  original  purchase 
of  Manhattan  was  in  Dutch  while  the  copies  are  in  English.  In  the  Getty  Museum, 
the  reconstructed  walls  Roman  temples  are  faithfully  built  in  their  original 
polychrome  marbles,  but  the  statues  are  left  white,  perhaps,  realizing  that  the 
white  copies  world  wide  are  now  more  real  and  authentic  than  the  polychromed 
originals. 


Eco  think  thats  "...  there  is  a  constant  in  the  average  American  imagination  and 
taste,  for  which  the  past  must  be  preserved  and  celebrated  in  full-scale  authentic 
copy;  a  philosophy  of  immortality  as  duplication.  It  dominates  the  relation  with 
the  self,  with  the  past,  not  infrequently  with  the  present ....  Constructing  a  full- 
scale  model  of  the  [White  Houses]  Oval  Office  (using  same  materials,  the  same 
colors,  but  with  everything  obviously  more  polished,  shinier,  protected  against 
deterioration)  means  that  for  historical  information  to  be  absorbed,  it  has  to 
assume  the  aspect  of  a  reincarnation." 

Following  these  and  other  cultural  destinies,  the  goal  of  Nuclear  Heritage  Parks  is 
to  reproduce  and  multiply  the  reality  to  its  finest  details,  a  concept  which  may 
bring  the  re-naturalization  of  the  real  environment.  The  computer  generated 
environment,  physically  distinct  from  that  of  the  real  environment,  may  free  the 
natural  environment  from  the  only  place  for  physical  artificialization  by  humans. 
This  notion  is  based  on  the  energy  and  material  efficiency  inherent  in  the 
information  and  communication  technology,  allowing  the  communities  and 
cultures  to  become  psychologically  nomadic  while  being  physically  fixed.  Saved 
are  the  energy  and  materials  consumption  resulting  from  the  transportation  of 
bodies  for  their  experience  gathering  or  work  production,  that  is  the  highways, 
railroads  and  airports,  and  of  course,  the  production  of  their  corresponding 
vehicles.  Although  this  concept  may  seem  unrealistic,  the  availability  of  real  time 
video  conferences,  electronic  bulletin  boards,  modems,  fax  machines  and  other 
technologies  are  already  achieving  this  evolution  of  transportation  and  material 
reduction.  Contrary  to  the  fear  of  looing  real  experience  these  technologies  can, 
in  fact,  bring  a  new  experience  and  discourse  with  nature.  In  Tokyo,  for  example, 


rooms  with  video  monitors,  all  around,  are  being  built  to  play  computer  generated 
Zen  gardens  for  people  to  meditate  in. 

But  duplication  of  reality,  as  in  the  duplication  of  historical  artifacts  described  by 
Eco  before,  means  the  possibility  of  having  more  than  just  one  reality,  more  than 
the  given  reality  that  seems  to  rule  us  to  death.  The  idea  of  wanting  a  choice  on 
reality  is  fascinating  but  not  unprecedented.  From  Greek  mythology  to 
Disneyland,  it  was  the  human  imagination  that  perpetuated  our  desire  to  alter  and 
to  expand  reality,  a  tradition  that  called  for  imaginary  life  to  accompany  real  life. 
The  previous  mediums  for  the  imaging  of  reality  were  story  telling,  stage  crafts, 
literature  and  the  arts.  But  with  the  evolution  of  multi-media  technologies,  virtual 
reality  can  turn  all  imagination  into  reality.  So  complete  and  so  real,  fully 
interactive  and  manipulative,  the  simulated  adventures  of  The  Nuclear  Heritage 
Parks  is  to  mark  the  death  of  reality  and  the  triumph  of  imagination. 

So  the  visitors  to  the  Nuclear  Heritage  Parks  enter  its  simulated  adventures  in 
virtual  reality.  They  would  be  greeted  with  some  ready-made  programs  from  its 
mainframe  computer  base,  the  Base,  which  gives  a  certain  context  or  framework 
of  artificially  generated  space,  time  and  history.  The  context,  however,  is  only  a 
framework  within  which  the  visitors  can  manipulate  and  interact  to  create  their 
own  events  of  desires,  a  "virtual  life."  As  in  Michael  Crichton's  "Westworld," 
where  people  enact  their  fantasy  within  robotically  infested  theme  parks  that 
replicate  the  wild  west,  a  Roman  World  and  a  Medieval  World,  the  visitors  in 
Nuclear  Heritage  Parks  can  interact  with  "virtual"  citizens  of  the  Base.  However, 
with  each  visitor's  odyssey,  each  different  and  unique  yet  interdependent,  stored 
in  the  Base,  probably  as  randomly  accessible  memory,  linearly  accumulated  over 
time,  would  not  only  give  intimacy  and  complexity  to  the  simulated  adventures  of 


the  Nuclear  Heritage  Park  but  would  also  construct  a  kind  of  "virtual"  history. 

And  like  in  the  software  Hypertext,  the  simulated  life  of  one  visitor  can  interact 
with  another  visitor's  "virtual"  being  to  set  off  "virtual"  relationships  that  emulate 
the  real  relationships  in  the  real  world.  This  is  precisely  what  happens  in  today's 
net  community  that  are  linked  by  personal  computers,  and  like  a  hotel,  the  virtual 
world  of  Nuclear  Heritage  park  will  be  open  to  accept  new  visitors  and  their 
"virtual"  life,  time  after  time,  to  create  a  "virtual"  civilization  that  parallels  with  real 
civilization. 

VR,  although  early  in  its  mechanical  or  environmental  developments,  can 
potentially  free  our  demand  from  the  physical  palette  of  natural  resources  as  the 
sole  vehicle  in  constructing  illusions.  VR,  in  its  matured  form,  can  generate 
illusion,  artificially,  through  computerized  animation.  Hollywood  may  never  build 
another  movie  set  since  they  all  can  be  constructed  in  the  "cyberspace"  of  VR. 
This  raises  a  serious  question  not  only  to  movie  set  designers  but  also  the 
tradition  of  architecture  itself.  The  demand  to  design  buildings  and  cities  in 
"virtual"  space  will  escalate,  starting  from  a  host  of  computer  game  companies, 
the  movie  industry  ,of  course,  and  the  future  machines  of  VR  games.  Architects 
will  be  asked  to  design  "virtual"  environments  in  cyberspace  and  not  just  the  real 
environments  in  real  space.  With  the  role  of  architects  in  the  building  of  "real" 
environment  so  minor,  and  their  intellectual  ideal  and  social  propositions  so 
unappreciated,  for  them  to  abandone  its  on-going,  yet  fruitless,  pursuit  for  ideals 
to  join  the  making  of  the  virtual  world  seems  reasonable.  Why  struggle  to  make 
something  real  that  so  few  can  actually  experience,  when  you  can  make 
something  not  real  but  everyone  can  virtually  experience? 


These  are  the  spaces  of  the  Nuclear  Heritage  Park,  and  there  is  no  better  place 
for  the  utopia  of  illusion  than  the  military  bases  and  installations  that  virtually 
invented  virtuals.  Suddenly,  the  weapons  and  systems  to  destroy  life  would 
instead  destroy  reality,  and  the  dismemberment  of  our  body  will  not  be  by  the 
bombs  but  from  surveillance,  intelligence  and  reconnaissance.  Body 
dismembered  from  its  obsolescence,  VR,  via  war  games  via,  thermo-nuclear 
based  defense  system  marks  the  end  of  our  physical  evolution  and  the  beginning 
of  our  mind  in  revolution.  As  in  "Videodrome,"  the  windows  of  monitors  will  pull 
our,  now  bodiless,  minds  into  the  cyberspace  of  computer  life.  The  condition  is 
that  the  mind  must  separate  from  the  body. 
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